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tHE ICniGHtS tEmPLAFG 

In A.D, 1 099, a year blessed to God, the Crusader armres under the leadership of Godfrey of Bouillon 
finally brought Jerusalem under Christian coniroE After four long years of struggle, the armies rode 
singing through the streets of the holy city freed at last from Saracen rule. 

Over the next century, thousands of Christian pilgrims travelled to the city. However, as time marched 
on, more and more people were beset by robbers and bandits. In response, a group of knights led by 
Hugh de Payens formed the order of Knights Templar These brave men of God rapidly pined the 
admiration of all Christendom for their courage and became beneficiaries of papal support, with gifts 
of lands and tides bestowed upon ihemJn the years that followed, the Templars expanded rapidly. They 
became a major power, with Templar outposts founded throughout Europe and the Holy Lands. 

In A.D. 1 146. the Templars uncovered the resting place of the Grail in Jerusalem. With the recent loss 
of the city of Evessa to the Turkish rabble, the holiest of all relics was removed without delay to Paris, 
It >vas guarded by an escort of twelve knights and arrived safely at the Templar High Command in the 
spring of A.D. 1 148. 

The FLAPtOFGS 

R^pToR^(R5P-t3iv. -tflujiO n. A BiRp of ph^y. 

[Lfltin, "ore u;ho siEZEs", FRpm Rfiptus. KfiPt.] 

The Raptors are sophisticated cat-burglars by nature. Not for them the heavily armed storm-trooper 
approach, they prefer to be light and fast, quietly finishing the job before anyone even knows they're 
there. Clothing-wise, they therefore tend to wear light* weight thermal coveralls with sofc*soled 
sneakers. They also wear the MS-2 helmet, a rather sopNsticaced piece of military hardware. A light 
back-pack or satchel capable of holding their tools and supplies complements their standard 
equipment. 

Details on the MS-2 helmet are provided in the official literature. More information regarding the 
Raptors can be found in the following electronic journal (#^76). 
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PLAYER^S GUIDE 


The following guide assumes chat you are using a mouse to play the g^me, A full list of 
keyboard equtvaleoc controls can be found on the Control Reference section of the quickstart card, 

about tHiS GV;iDE 

This players guide will explain how you (the player) can explore the underground tombs and 
passageways of Aeternis. You will learn how to take and use items, solve puzzles, communicate with 
other characters, defend yourself and live long enough to survive the tests and emerge with the 
ultimate prize^..the Grail itselfl 


VJUE HAVE AVJUAITeD YOU. ThIEF 

toad the game as described in the keycard.The introduction will now play. Press the Esc key on your 
keyboard if you wish to skip this. When loading has finished you will see the world from your HS-2 
helmet displayed in glorious real-time texture mapped 3D. A number of quick system checks will 
appear, projected onto the inside of the visor as part of the head- up-display (HUD). Environmental 
scans will confirm the presence of two exits and the Motion Detectors will also register two non- 
humans nearby You should be able to see at least one of the two creatures running around in front of 
you when the game begins. 



To move the helmet and therefore change the view, right*ctick your mouse and hold the button down. 
Now move your mouse around and the helmet will move accordingly allowing you to look around 
your current surroundings. If you find this movement to be a little slow, you can improve the speed by 
altering the resolution of the view as seen through the visor. Simply press one of the number keys 1 ,2,3 
Dr 4 to change the resolution mode: 


b 


Key I gives the highest resolution and is recommended if you have a fast computer. 

Key 2 gives you a mode balanced between reasonable graphic resolution and 
pme speed. 


IM51tAR 

• Key 3 gives the lowest resolution. This will make the graphics run quickly but at the 
expense of clarity. 

• Key 4 will automatically adjust the setting for you depending on what you are doing. It will set 
the resolution to drop down one mode when you are on the move and step up one mode when 
you are standing still. For example, if you are in mode 2 when you press 4 then the game will 
switch to mode 3 when you move and mode I when you are stationary. This is known as 
Yeactive* or 'auto mode' and is recommended for the lower specification computers. 

You can also adjust the size of the visor view to speed things up a little. Pressing the [*] key will toggle 
between the standard view and a smaller view. The size of the visor is also automatically adjusted if 
you use 'auto mode' (Key 4). 

If you wish, you can lock the horizontal view so the helmet doesn't 'bob' as much when you are on 
the move. Simply pressing X will lock the view, preventing you from looking up or down. To unlock it 
and return to normal, press X again. 


The compASS 

The current resolution mode is displayed above the compass iivhith is located above the visor. The 
compass shows your current heading and will change whenever you look in another direction. It 
employs the standard eight point compass convention. 


EXAmininc Tnlncs 

When you are stationary, you should see a yellow cursor in the middle of the helmet. Move your 
mouse and the cursor will move with It Below the visor you will see a number of controls, The MS-2 
helmet has a number of functions and you can access them by left-dicking the cursor on the controls 
shown here. You can also examine ('scan') items and characters that appear In the visor in the same 
way. For example, move the cursor over one of the creatures running around nearby The cursor will 
change shape. This tells you that the creature can be scanned. Whilst the cursor is still this shape, left- 
click your mouse to begin scanning, (You might need to move your head to keep it In view). Some 
information about the creature should be projected onto the visor as part of the HUD, You should 
also have noticed one of the controls below the visor lights up when you are pointing at an item or 
character that can be scanned. 



WiiU dH oir^r K ilii dkj |ntr mm 

IB bifin KiDnmi 


You can adjust the way the HUD behaves by switching on HUD mode (press key 5),This special mode 
will only display the HUD when new information becomes available. It will then switch into standby 
mode and remain hidden until the next information is ready. 
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Please note that scanning and looking at something are two separate actions and therefore each one 
uses a different cursor 


VUALK.inG 

To physically move down the corridor you need to use both the left and the right mouse buttons. 
Firstly, right-click the mouse and keep this button held down. Look (move your head) in the direction 
you wish to move, then left-click the mouse once. You will take one step forward. Each left-click will 
take you another step in that direction (as long as you still have the right mouse button held down). 
To move quickly, left-click the mouse and hold it down. You will now walk briskly along the corridor* 
To stop moving forward* let go of the left mouse button. You can also let go of the right button if you 
don't need to move the MS -2 helmet anymore. 


Rj/nninc; 

If you feel the need to run, hold down the Shift key on your keyboard and then use the right then left 
mouse buttons to n>ove as described above.You can also step sideways by using the < > keys. 

i urn Pine 

There is no actual control for jumping. If you run off the edge of a cliff, you will jump automatically. The 
distance you travel will depend on how fast you were moving when you hit the edge. 

FALLinC 

You can fall short distances without great injury. If you suffer a deep fall then you are likely to incur 
some damage to yourself or your MS*2's systems. Some drops might kill you outright so be carefull 

YOUB^HEALtH 

In the middle of the helmet controls you will see a yellow/orange meter. This indicates your current 
state of health. It will reduce from right to left if you injure yourself. DonY let your health drop too 
low, or you might collapse or even die! The MS-2 is capable of trying to resuscitate you if you fall 
unconscious. It will introduce various life-saving drugs into your system, but this wonY always be 
enough to keep you alive. There are many ways to be mortally wounded - falling, being shot at, bem| 
bitten... 


lha ndKitii atmiK lUir ol buIlK 
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M>IEAR 


DEFEnOinG YOV^RSELF 

You will not be alone as you explore the underground catacombs. For this reason, you may need to 
use your MS-7 Sniper or other weapons from time to time. The MS-7 Sniper is a semi-automatic 
machine gun which will fire a multiple burst of three shots.To use it you need to enter combat mode. 
Press the Spacebar once to do this. Pressing it again will revert to normaLWhen in combat mode, you 
will see a target cursor appear in the visor. Use the mouse to guide the cursor. If the cursor hits the 
edge of die visor, the view will move in that direction (as if you have moved the helmet). Next to the 
cursor you will see a number. This is your current ammo, level. Each left-click of the mouse in combat 
mode will fire off one burst. 



Whin h wdl jie a urgtt 

cuiiAt in ilu vtur. 


TAKjnc tHincs 

From your starting point walk up to the NE/E door but keep an eye on the ground. You should spot 
an item lying amongst the dirt Move your cursor over this and it will change shape again. This cursor 
tells you that the item beneath it can be taken. Left-click and you will take it If the HUD reports *'Out 
of range” then you need to move closer (the cursor will turn orange when you are in range of the 
item). Once taken, the item will be displayed so you can examine it in detail. You discover that it is a 
page from a diary, dated April 1 1 64 AD. It may hold vital dues so read it carefully. When you have 
finished, right-click and you will put the item away for safe keeping. 


Ihn tuniK till ]f«i dtai dK item btiuitii n cm 
be lakifL 


If you look on the panel beneath the visor, the item has now appeared on a list If you left-dick on the 
name in the Isc, the HUD will now report that the Item is being held. You should also see a small eye 
appear next to the name on the list. This cells you that the item can be looked at in more detail. Left- 
clicking on the name again will re-display the diary page for you to look at once more. 





uslnc tHincs 


You will need to use some of the items you pick up whilst exploring Aeternis. Left-dick on the names 
in your inventory list. The HUD wHI report that the item is held (and an eye will appear next to the 
names in the list if the item can be 'looked at' in more detail. Not aN can). Now point at whatever you 
wish to use the item on within your current location. If the item cart be used here then the cursor will 
change shape once again. Left-dick to use it on the item in the location. The name of the items you 
are trying to use together will be displayed on the left of the HUD. If the items canY be used in this 
way. rvothtng will happen. 

If the rtcin can bi js«d ifMii the amir 
«ill change thipc,.. 

OPEninc Dooit§ 

Move the cursor over the door at the NE/E end. It will change shape again. The cursor is now showing 
^at the door can be pushed. Left-dick the mouse and the door will creak open for you. If the HUD 
says It is “out of range" then you must move closer before trying again. Once the door is open, move 
through the doorway and keep going. You will soon approach another door. As you do* the MS-2 will 
scan this new area and then report its findings on the HUD for you to read and digest it is important 
that you take note of the details revealed by the HUD when you explore a new area. Your survival in 
the game may depend on id 


TIh cuftif d ttap iNil ih on be pdM- 

tHE AUtO-mttP 

Now would be a good time to use the MS-2Y auto-map facility. Pressing M will project a map onto 
your vis or. You will see an overhead view of the area just scanned by the environmental scanners in 
your helmet In this example you can see the room just beyond the door currently in front of youThc 
map also shows you where certain exits within that room lead to, but only if you have already visited 
them. Press M again to turn the map off. 


heutng K mil pnjta i trap «i(e 
va/itf, 
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EXPLORinG 

You want to push open the door in front of you. so move the cursor over the door and the cursor 
should change shape again. Left-click your mouse and the door should creak open. Now walk through 
the doorway and stop. (Not all of the doors in these underground tunnels will be so obliging. Some 
may be locked. If so, you will need to find a key or some other way of opening them). Have a look 
around by moving your helmeLYou should see a wooden walkway leading to a NE door. To the right 
of this is another walkway and a large round stopcock. All of these are also mentioned in the 
ENVSCAN on your HUD. Move the cursor over the stopcock and it should change shape once again. 
This means that the stopcock can be rotated. You can left-click to turn the stopcock if you wish. Now 
move along the walkway but be very careful. One slip and you might end up in hot water yourself! 


Thii (luanii ttai tlii jt^cedi oa louitd.'' 


commv/nicAtinG 

Approach the door^ but as you get closer turn S to see another door close by. Walk up to this door 
and push it open. Now walk through into the new area. Another door lies to the S, Walk up to it and 
push it open. Go S into a new large room. You will hear the begging cries of someone trapped inside 
the room! Go SW but be careful to avoid the recently collapsed holes in the ground. As you get closer 
the cries should become louder. Eventually you should come across a character known as Lurka* who 
ts trapped below on a ledge. He will speak to you. When he has finished, a number of possible replies 
will be displayed on your HUD, You can scroll through the replies using your up/down cursor (arrow) 
keys. If you are doing particuiarly welL you might have quite a long list of questions to scroti through. 
Should you help Lurka? Can you trust him? Whatever you decide to do* point at your reply and left- 
dtek to confirm.Talk alone wonY help him out of his predicament, but you should learn a few important 
clues. 


niHiilHr ef poiubh rtpditi ml bf 
daltlayrd cn HUO. 

One of the controls beneath the visor has an “R" on it during conversations. By left-dicking this option, 
you can hear the last thing that was said to you again. Whilst this happens/*Replay" will be displayed 
on the HUD, If you wish to abort this during a replay, just press the Esc key. 




II 






OtHE [^Actions 

As you make progress in the game, you will find that you can perform a number of other actions (lever, 
pull etc). The cursor will always change shape to indicate what you can or cannot do. Apart from the 
usual movement, you will also be able to move up and down as you explore. Again, the cursor will show 
you when this is possible. A fuH list of all the actions can be found belowjust remember that if a cursor 
is blue, you are currently "Out of Range" and must get closer before you can perform the aaion.When 
you are dose enough, the cursor will turn orange. 



StAHDARp 


When no ocher action is available, the cursor will remain in this standard form. You can 
select any of the helmet controls using this cursor. 



GO UP 

There will be exits that require you to dimb up or down. This cursor lets you know chat 
you can go Up, 



GO Doum 

Self-explanatory. 



LOOK. 


Some items can be looked at in more detail. This can apply to items in locations or in 
your inventory. Left-clicking on an item in your inventory might display this cursor next 
to the item s name, left-clicking agein wilt let you look at it. Some items in locations can 
also be looked at The cursor will change to indicate this. If the eye is shut, the item or 
feature is out of range, To look at it you must get closer. 
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PULL 

If an item or feature in a location can be puHed. the cursor will change to this shape. 
Doors may need to be unlocked first before they can be pulled open. 


mmm 



PUSH 

If an item or feature in a location can be pushed, the cursor will change to this shape. 
Doors may need to be unlocked ftrst before they can be pushed open. 



ROtAtE 


Wheels or stopcocks need to be rotated, and this cursor allows you to do this. 



TAKE 

If an Item can be taken, the cursor will change to this shape. 



LEVER^ 

You will discover a number of levers ar^d other similar switches as you explore. This 
cursor will cell you which ones can be used. 



SCfin 


You can examine a number of features by scanning them with this cursor. 


><l 


You can use an item from your inventory on items or other features found in particular 
locations. Left-click on the item in your inventory to hold it ready for use, then move the 
cursor over the item or feature you wish to use it on. If the cursor changes to this shape, 
you can use the items on each other. 


RBI 

K9B SHOOt 


This will only be available after you have pressed Spacebar to enter combat mode. Each 
left-click of the mouse will then fire off a three round burst. The number beneath keeps 
count of the bursts left In your MS-7 Sniper gun. NS * Tht type of cunor ditplaftd depends 
the weapon held in your hands when tht ^pacehr ts preued. The default weapon ii the KS-T Saiper. 
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OtHER^GAmE Fv/nctlons 

Ydu can save your game at almost any pomt in the quest Move your cursor down to the doubJe-button 
on the right of the panel beneath your visor. Left-click once. A small device will swing into view, giving 
you a number of options. One of them will be "Save”. Left-click this and a list of five save game slots 
will appear. Select the slot you wish to save to, then type in your save pme name. Finally, point and 
left-click the cursor at the small ^confirm’ option that appears and the game will be saved. Just 
remember to select the double button again to remove the device and allow you to continue playing. 



You can load saved games in the same way> except this time you choose "Load" instead. You then select 
the save game you wish to toad in from the list on the HUD.There is also an option to "Restart" the 
game from the beginning if you wish to. As with ‘save' before, you need to select 'confirm' before 
anything will happen. 

You can also alter the level of in-game music and sound effects from here. Simply left-dick to the left 
of the current volume bar to increase the volume or click to the right to decrease. You can also turn 
the tn-game Music or Sound Effecu on or off by left-clicking on the relevant option Itself. Finally you 
can quit the game and return to your operating system by selecting "Quit". Only do this if you are 
sure. If you wish to continue with the current game at a later dace, remember to save your game first 
before quitting. 

Hints AHD tips 

Pay auentton to any warningis given by the HUD. Scan objects for vital clues. Watch the ground very 
carefully. Some early locations have very weak foundations. Protect yourself from hot water if you 
decide to go fishing. 
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ME-3 MELMET 


AHAE&TEAR 


URRNINC 

THE MS-2 HELMET CONTAINS A LARGE ELECTRICAL CHARGE.TO PREVENT SHOCK DO 
NOT REMOVE THE OUTER CASING. REFER TO A QUALIFIED SERVICE TECHNICIAN 
WHEN FAULTY. NO USER SERVICEABLE PARTS INSIDE. 

ALL ADD-ON MODULES MUST BE INSTALLED BY A PROFESSIONAL SERVICE 
TECHNICIAN - UNAUTHORISED TAMPERING MAY RESULT IN PERMANENT DAMAGE 
AND POSSIBLE USER DEATH. 

INETnLLPTlDN 

The HS'2 helmet wilt automatically install all onboard software when powered for the first time. Data 
will only be erased in the event of user death - this unit has no magic black box to store data * all will 
be permanently erased in the event of death. 

The HS-2 Helmet is a sophisticated piece of military hardware, equipped with a range of multiple 
technical functions that are superbly suited to the Raptors* profession, ft is an expensive and 
impressive piece of equipment, difficult to obtain but considered now to be standard kit for any serious 
Raptor ft is in reality a minute and complex computer set into a hard -she I led helmet, that can provide 
a vast array of functions for its user. It Is completely capable of auto-repairing itself when damaged, ft 
is, however, a fairly new product and as such is not completely free from the occasional problem. 
Primarily, it provides the Raptor with sophisticated 'Head-up display' information in the form of text 
and wire frame pictures. 



IS 




MUD [Methd Up Dispi.nv} 

The HUD unit is an interchangeable custom circuit board that slots neatly into the MS-2 Helmet, It 
can only be removed by an authorised service centre/technician. When entering a new location the 
HUD will automatically perform various environmental scans - all results and data will be displayed on 
the right hand side of the HUD. Specific scans will work on many different items. A report wilt be 
displayed on the HUD showing details of the scanned object The HUD also automatically adjusts the 
display to compensate for darkened areas, 

^Mehi.th Meter 

The MS-2 is capable of detecting the vital signs of the yser Different sources of medical data are 
condensed into a dassic meter display. A full bar represents 100% health. As health diminishes, the bar 
will reduce from right to left. 

Dini^DKllE Repert 

This new feature on the MS-2 HUD unit will repeat the last section of dialogue interpreted by the 
language data-banks. This is a very popular utility when co mm iml eating in foreign tongues as the 
translation module retains individual vocal idiosyncrasies (local accents or colloquialisms). This feature 
allows the user to analyse closely all the connotations of the most recent communication. 

® Inventorv 

This shows ail of the items you have collected. Items can be scanned while in the inventory and 
information will be displayed on the HUD. Equipment stored in the inventory can be placed in your 
hand by selecting it from the inventory list first It is then ready for use on any item you might wish to 
try it on within your current location. 

® Cdmphge [Nrvirhtiqn Mesiethnce] 

A rotating compass can be found at the top of the helmet. This is an essential tool to aid navigation 
and prevent loss of direction^ and is especially useful in the dark. 

® Specihi. eunctione 

Don't be alarmed when the eye piece swings into place over your right eye. It provides a number of 
extra special functions that you will need to access from time to dme.To deactivate, select the control 
again. 
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DtHER FIJNETIONS DE THE MK-H HEl-MET INCLunE: 

® Gun 

The MS-7 Sniper a semi-automatic machine gun which can fire multiple rounds. The 'Sniper' allows for 
accurate shooting, with each projectile using a relatively small amount of energy. The weapon has a 
limited amount of recoil control built in but has a reputation of pulling up during sustained firing. The 
MS-2 helmet interfaces directly with the Sniper (or any other weapon) to display a targeting system 
on the HUD, 

® Mutd-mhp 

The complex map images are generated from the scan information retrieved when first entering a 
room, all maps are displayed in a 2D plan elevation and all obvious exits will be highlighted by a bright 
blue arrow* connecting rooms will be shown if previous scan Information is detected. 

® Evkteme Chech 

All systems are monitored at all times. This feature reports on the operational status of all on-board 
electrical and computer systems. If any function is damaged the diagnostic features will report system 
damage to the HUD. The diagnostic function also reports on your physical status* detailing the physical 
damage and its effects. 

® Trhnecrtion Mdhuce 

This function translates most known languages tn real time, allowing you to understand and converse 
with people using foreign tongues. 
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Rppeindih R 


PeRFORMPNCE SPECIF'ICnTiaNE 


Gchnner 

All built in scanners have a direct range up to 250 meters. 


Bhttehv 

The on board super charged Ni-Cd battery pack has a 6.0V rating with a capacity of 700m Ah / 1 20 HR. 
A small power reserve is used to protect data in the event of battery failure or exhaustion. 

RRRni.ijTiaiM 

The HUD has a maximum 640 x 4S0 resolution with a 70Hz refresh race, various optional pixel 
enlargement techniques give the HUD a faster frame rate. 


Tkhnruhtion 

The translation module supports over 1 00 different types of audible, visual and written communication 
dating back as far as SODOBC. 

1 2 Gigabyte uncompressed capacity 
440mm x 3Q0mm x 260mm 
I Kg / 2.21b 

500 Newtons per Square inch 
-20X to +60 C 

40km below sea level to 40km above sea level 
0% to 95% 


Database 

Dimensions 

Weight 

Resistance 

Operating temperature 
Operating Altitude 
Operating Humidity 


IS 


(WM 

RpPf^NllIH B - MniNTENHNCE HND TROIIBLESHODTINI; 

Providing you clean the MS*2 helmet after use with a damp non abrasive cloth and have it serviced 
after every 250 hours of use it should last a life time. 

Excessive blows to the outer casing can cause malfunction, for added protection the CPU is housed 
within a hardened titanium casing providing a balanced vacuum. 
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RpP^NUIH C - GLOSSPRV of INT£RNHL hnruvsis svgtems 


ENVGCPN [f^NVIRDNMRNTm. scrn] 

This is f>on-user initiated information concerning a location or room about to be entered. 

□NRGCPN 

The HS*2 will bounce an invisible, microscopic laser off the cellular structure of living material and 
perform an instant analysis for display on the HUD. 

PENKCRN (pENETRHTiVE gchn] 

The MS-2 will project inaudible ultrasound waves through most obfects encountered and analyse the 
data accordingly, tt will then make recommendations based on the pictographic data collated. 

URRNING 

The MS^2 will automatically make the user aware of any perceived threat or hazard without prompting, 

SUGGEST 

The HS-2 will use information gathered from its database, compare with objects already scanned and 
make reliable suggestions. 

The MS-2 is equipped with a registration signal that can be read by other commercially vended MS-2 
units. This allows alt non-military personnel using an MS-2 to be identified at all times. 

The MS-2 is also able to respond to changes in the environment and report them. This can provide the 
user with a useful addition to their own natural senses. 


ao 


CRJDitS 


ftME&IEm 


A WORLDSCAPE PfiODUCTlOn 

PRODUCER mmDSCAPE mTERnAtlOnAL 
Lee Singleton 


rnAnuAL 

Richard Hewison intelligent Games Lee Singleton 


TESTinC/©A 

Adrian Wood Jones Lee Singleton Mat 'Traveller ' Dean Clive Fort Buck Irving 


rhARKETinC 

spencer Crossley James Scalpelto Claud Joris Tara Mun 
Bill Duncan Fiona Todd HoHy Eng James Morris 

SPECIAL THAnitS 

Kate Seekings Kevin Bachus Jim Mackonochie Clive Fort Richard Leinfellner 


EXECUTIVE PRODUCER inTELLIGEnT CArtlES 
Matthew Sbbbe 


ORlGiriAL DESICn 
Ker^ Haywood 

DESICn 
Richard Guy 

ADDITIOnAL DESfCn 
Andy Knott Doug Telford 

PROGRABimmC 

Martin Fermor Philip Veaie 

ADDlTIOriAL PROCRARirhinC 

Ian Beaumont 


21 


ART 

Neil Crosboume Mike Elliott Richard Guy Dee Jarvis Andy Knott DougTellbrd 
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inSTALLER SOFTWARE 
Helpful Programs lnc"s "Instalit" 


music AHD souno effects 

Title Music by Ray Shulman In Game Music by Kerry Minnear Sound Effects by Marvin Black 


VOICE TALEHT 

EnCLISN OiRJCtED BY PAUL |AmiESOn 
Paul Jamieson Richard Attlee Ian Michie Jenifer Konko 


FR^nCAis 

Yves Auberc Philippe Monnet Nicholas Mead Catherine Graham 


DEUtSCNE 
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DOS SOURD DRIVERS 

SoundStream (TM) Audio System by Miles Design 


Portions IS) copyright 1993- 1 995 » SciTech Software 
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M5TEAR 

‘The lights on the blink, I think it was damaged in the fall. »,*,that1l be a nuisance. 
I can see stonework, a passage, a corridor of some kind* Tm going East 
„„There's a door, looks quite old, I think this is it****Still going East, Tm in a hot 
room, with quite rickety-looking wooden bridges across it some sort of metal 

pipework Tm turning South, Another door, l‘m in a big room, some sort of 

mine workings I thinkThere are metal tracks on the floor and some quite big 

holes and fissures Til have to be careful* Big double doors. I can‘t see any way 

to open them. Another door due South. *,„.ril have a look at that in a minute* 

I can hear what sounds like a voice, quite far away. Sounds like Tm not alone 

down here. Who else could have found this place Going southwest, There's 

a natural fissure here heading south through that, Tm in a greenish stone 

room, a small bath, perhaps a font, some broken mirrors, it looks like there’s 

another room behind them .Stepping through carefully, there’s another bath 

on this side, looks like there’s something drawn on the wall above the bath, Tm 
noting it down. A diagram* There’s a rather dodgy-lookrng balcony above me, 
Tm going to have a look... 

On the balcony, I can see a couple of bits of tapestry lying about, they seem 
to go in these wooden frames* Hum, four frames, only three bits of tapestry. 
Looks like they go together to make a single image, HI look for the last bit, 
might be useful. How long have I been down here? Damn watch isn't working. 
Feels like quite a while, not tired or hungry,,,,,, I’m going back into that mine 
area**..*. I’m going through another door, *,**.heading South* New chamber, 

damp, mossy, there’s a well. It’s looks like there’s something in there ,1 say, 

who are you? No, never heard of him, listen, where did you spring from? How 
many more of you are down here? No, look, never mind that, how do I 

get No! Wait! Damn* Where did she go? Damn* *****Alright, um, some sort of 

apparatus in here, also looks old, metal pipework, a range of slots, apertures. 
Looks like a sort of switchboard for pipework. There’s a lever here, that’s 
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mmm 

moved one of the pipes. If I hook it up here.» nothing happens. .....Alright, 

move the other one. Ah, ] can hear water runningjooks like this is actually 
still working, I can hear water running from somewhere outside the room. 

Don’t know what it does. Let's have a took at the well. Oh, There’s a body 

in here, looks like it’s been here a while, a girl. I wonder. there’s something 

glinting in there, looks like a key. The waters too hot for me to just reach in 
and get it. HI need some sort of hook, or poker or something. HI go back to 
the minehead... 

Tm at the top of the ramp, seems steady enough, I can hear that voice again - 
seems to be calling to someone, perhaps they’re in trouble. I’ve just picked up 
some tongs, they’ll be just the thing for getting that key. There’s a box and 
some levers up here, I’m not quite sure what they're for. Anyway, going back 
down the ramp to get that key.., 

back where I first entered again. Heading West. Still no sign of the watch 
working again, I’ll have to get back out before dawn...... Another door, going 

through. Small room, big bronze plate, looks like an early metal mirror. Lots of 

moss in here, some double doors, can’t open those, what’s that? Door’s 

shut behind me. Seems to be stuck tight. Won’t budge I'il try the other 

door. Floor feels a bit Aaaah......Ow....,.Nothing broken I think; floor just gave 

way. Ow. Not quite sure where I am now. Rather dark I can hear that voice 

calling out quite clearly now. Perhaps I’m stuck down here with him. Can’t see 
how to get back up there.Tunnel leading off, ! think I'd better investigate.,. 
Hope this is still transmitting, that’s the second nasty fall I’ve had down 
here..." 
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tECHniCAL SUPPORj 




Sliould you experience any technical problems with this software, such as it filing to operate, please 
contact our Technical Services Department 


Address: Technical Services, Mindscape. Priority House, Charles Avenue, 

Maltings Park, Burgess Hill.VVest Sussex. RHIS 9TQ. England. 

Telephone: From inside the UK: 0 1 444 239600 

From outside the UK: (international code) 44 1 444 239600 

Fax: From inside the UK: 0 1 444 248996 

From outside the UK (international code) 44 1 444 248996 

Hours of business: 09.30 to I3.00hrs and 14.00 to 16,30hrs Monday to Friday 

VVe regret that we cannot offer g^me hints and tips, as the service is provided for technical 
difficulties only. 


UK WEBSITE: 

htcp://www.m inds cape uk.com 
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tHE LASt tEStAraEnt OF 

SiR^GvY of BRi^mLEY ' 

I 

His iSTHi sotimh, true ahd FifiAt TESTArriEnT Of Sir Gut or Brahilet, Crusader ard 
TE rrvPLAR KniGHT. Read wiu, fOR mv death draws hear ahd 1 have UTTLiTimi, 1 beseech 

¥©U, WHAT Rats in DARKniSS fhyST, BY Goo*S GRACE* BE BROUGHT BACIC InTO THE UGHT, 
in THE TEAR ©F OUR LORD* lUfc.'J WAS TO BE FOUHD A VOUHG TeITIPLAR KHiGHT^ HCHTlnG BATTLIS lOnC 
AHD hard with mv HOiY BROTHERS. 

OnE SUCH BATTLE WlTH IRY mlGHTY BROTHER lAUUrh BROUGHT US TO GREAT REHOWO, ThE FIRE • 

AflD FURY OF ©UR FaItH SUPPORTED US BOTH AT THE 6ATTU Of CORlnTH. We TWO FOUGHT AGAinST THE 
HORDE* LAVinG WASti TO FULL FIVESCORE SARACinS AflD CAUSinC TEFISCORE fhORE TO BEAT A HASTY 
RETREAT. * 

^ 1 T WAS this REnOwri that led us to be AmonCST those twelve TEBtPLARS choseh to guard the 

HOLIEST OF ALL RELICS, r 

For in jiRUSALEm, that holiest city* ajvohdrous discovery had beeh mADt aho thifice kept 
SECR tT BY the LEADERS OF OUR ORDER ThIY HAD FQUnO THE GRAIl ITSELF. THOUGH STRARGi iT iS. 
FASHiOnED OF A STORE THAT LIGHTS ARO WARRiS THE OARKnESS. A HOLY UCHT THAT HEALS ALL WOURDS 
ARD DERiCS THE REAPER HIS HARVEST. 

I n THE COLD WlRTER OF 115^1 WE LETr THE WORLD OF 0RDIRAR;Y fhER. We FOLLOWED OUR LEADER 

ARD LORO Tob IaS DI TrEECE DEEP BEREATH THIS SCOTTISH SOlL TO Bf GlR THE LORG vIGIL THAT HAS 
I t ' 

WRACREO ARD TORTURED OUR SOULS, BREAKIRG THE SPIrIt ©F ftlORE THAO ORE OF US- 

iTl Y EYES CROW Dim ARD mY HARD FALTERS. I RlUST HURRY; FOR SILllVE IRE; THE YEAR IS ROW ITBS 
ARD WITHOUT THE POWER OF ARY GRAiLSTORE TO PROTECT IhE; THE LORG DECADES FALL UPOR fBY FLESH 
WiTH THE HUnCER OF WOLVES. 

Read or ard i>iarr rtirwoRDS will! Woe IS the lot of rier for a son of devils Is Amonc you. 

rTlALlKfTHI TRAITOR HAS ESCAPED WITH STOLER GRAlLSTOriE ARD TREADS THE LARDS OF FRAG4LI HumARS 

ferai-aro immoRTAL. 

Havoc is His true RAme ard orlv in the power of the graIl lies a hope of SAtVATton for 

HuftiAniTY. I charge you who have Founo thIs oocurhinT of rhv skabiE ard failure to erter the 
.1 • ■ 

TIBiPlf OF AeTERRIS ard RETI^IIVI IT, 

I 

111 AY THE LOiJ'D TORCflVE iWE FOR 1 HAVE FaILED ill PREVHnTinC IftS EVIl TO IRTER THiS WORLD V 

OF YOUTf! ARD VIGOUR. 



H^mUEFIT GIVI! 

e 15» Inc. AH mirawiit ibd iIk Mimlpnf* li^. fttirUaSi^ic aii AiatTiTi^f ee naJeAvlu ol Mwkipi. 



frie-floll 


Maij I c^ll «|Oi/ f/i&nal'PI C*K| So tvc-Vc. rl»/alc and tjoi/Vc- tvonc/c-Kin^ '*v(ni| 'HiC' hcil k he- (vri+iii^ -fc 
tncf?' VVc-ll, rvi*j ^Hc-no/^ I arvi onto the- bi^ one-, aMoi f rtic-an b'<^ iv*f(n 3 cs^Hal S. TTno ^'faK priz^. Svi", the- 
fa6-+ that i^ovvo roocavtci thk loftcr mtan^ i+'c pro/cd ivatj -fco for me.. \^»v ^ee- I arran^ to havfc 
-rtii? Ictfor dJc-lire-reel to i^ou If I hadn't rc'twncd in four oiaij?' time>. DtrIou<((j I havton’f, <>o (m ^tvek. and 
need ijour help — fcu-/- fiKt lc-+ tno back-'tyack and wplaln. 

( (jnfoay I am ►vrl'Hi^ ffii? e.ofol bioodt^ ^b&r. iVc- foutkJ fho ^^lol +Hc- b\^ one). 

I ^pc-n+ a lof of Ia<+ <;ummc.r r&^arejnln^ the. journal? of pij^Im? frarc-llti^ +Hrou^ the Holij L-and^ after 
the kint <>v^e, when I oame ae-KO?? an aeeovr& of a mij?+c.rjou? ?hlpm«yif le-arlr^ Jc.rv<a(&m In 
The ?hipmc.n+ »v3? e^rted btj twelve T^plarS, ?o I knew thk wa<; imporfanfl 6u+ there were no oftic-r 
reeord<^ of ^■^S arrival or de^artvre. 1+ -foolc me- nine- morrtti? of ?&arc4nti^ throv^ c-vfcrtj (itrarij in Europe- to 
find the neat elve: it wa? -IItc- bvrv& fra^c-nt of a transfer order for -lvvc.|vfc fcni^i? to Wle^ In 
Norffica?+ Soo+land. 6v+ of eovr^ +ha+ju?+ raided mono ^uc<-Hon?. Wh»j ?o mawj fengW? to <^\ich a barren 
^lace? And w&rc. thc/^e the ^c-lf^me. fcnl^-K that left Jc.Kv?alcm? 1 iva? ?uno thc*j were, ?o I kcft 
lookt^ urrfil I fovnd the neft cJve In l^ark — the on^nal transfer order had been avthori^ £>«j the 
Templar 6irand Ma?+c.r hlm?elf — ?o +fii?ju?+ had -fo bi^ 


La^t week I travelled to Wiefc, and if »va? fhere -flnaf I found the final elve4. In a ^vtw|3rd I 
fovnd a totdbitone dated 17(>) wk\ch read?, ‘Hfcre lie? Sir 6»tutj of 5ramlet^ a 6rv?ader now In 6nod'? 

ttoh^ Armij.* ^eari»^ The ^^vatj from the baie of the ?Tone I found a line of Lafn teft, badlij 

eroded fcuf ?'flll le^tl^ wh'tS^ tvar^ted to read, *The ar^^H^^ ieek cto^ 'to nitj heart* I Tva?“ 
dumtfoundedl Sir fS^ujj of fSramle*^ uva? the name of one of the twelve fcnl^f? on fhe transfer Ikt! 3vt 
176^? ^C>C> ijear? after fir?f arrivirg. on Seoffi?h ?oi|? The reference -te erv?ader >v9? anoTiTer 
■la»rfali?ir^ elve, bvt the el'meher for me tva? the Uatin tent; the an?nn=-r? ignore buried *vifh him. So, nejif 
mornit^ - rvfien if iva?, appropriafel*j, ?+ill fhe dead of nghf - I du^ down to Sir 6nuij? eoffln. In fhe 
dk'inte^ratcd remain? I found a lead c*jl'mder. In?lde wav, hi? fe?Tamenf, rvfiieh I've translated, eopied ouf 
and eneJo?ed with thk letter. When i^ou'we fini?hed -ttii?, read if for ijovi^lf " stwzjn^ tale. 

I now know the nfiereabouf? of fhe 6*raif. I eame back here to Sort th’tr^ ouf, and -foni^f I'm drivii/^ 

to if ovf. 


So whj am I tellit^tfv thk? 6eeau?e I'm ^ffr^ fearful and ?upeK-H-Hou?, I ?uppo?e, and beeau?e I 
feel fhaf nottilt^ abouf Tfil? affair I? ijuife a? if ?cem?. A? i|ou are nonr reading Thl? lefber, fhen if ?eem? 
mi| ?en?e of forebodli^ i? nof mkplaeed. I need tjour help. Come to Aefemi?, help me and well ?pllf fhe 
profi-l? ^0(T0 — fhaf'? fair i?n'f If? 


Oioodbije and humj! I wi?h «|ou better luck than If ?eem? I've had. 
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